August 2017 


Games & Play in Education Reading List 


1. Aldrich, Clark. Learning Online with Games, Simulations, and Virtual Worlds. 
California: Jossey-Bass, 2009. 

2. Arnab, Sylvester, et al. "Framing The Adoption Of Serious Games In Formal Education." 
Electronic Journal Of E-Learning 10.2 (2012): 159-171. 

3. Baltra, Armando. "Language Learning Through Computer Adventure Games." 
Simulation & Gaming 4 (1990): 445. Academic OneFile. 

4. Bogost, Ian. Play Anything : The Pleasure Of Limits, The Uses Of Boredom, And The 
Secret Of Games. n.p.: New York : Basic Books, 2016. 

5. Bogost, Ian. How To Do Things With Videogames. Minneapolis: University of Minnesota 
Press, 2011. Project MUSE. 

6. Chmiel, Marjee. "Learning About The Game: Designing Science Games For A 
Generation Of Gamers." Cultural Studies Of Science Education 7.4 (2012): 807-812. 

7. Flanagan, Mary. Critical Play: Radical Game Design. The MIT Press. 2009. 

8. Gaydos, Matthew J., and Kurt D. Squire. "Role Playing Games For Scientific 
Citizenship." Cultural Studies Of Science Education 7.4 (2012): 821-844. 

9. Gee, James Paul. Good Video Games And Good Learning: Collected Essays On Video 


Games, Learning And Literacy. n.p.: New York : Peter Lang, 2013. 


10. 


11. 


12; 


13. 


14. 


15. 


16. 


17. 


18. 


Hoffmann, Leah. "Learning Through Games." Communications Of The ACM 52.8 
(2009): 21-22. 

Homer, Bruce D., et al. "Moved To Learn: The Effects Of Interactivity In A 
Kinect-Based Literacy Game For Beginning Readers." Computers & Education 
74.(2014): 37-49. 

McGonigal, Jane. Reality Is Broken: Why Games Make Us Better and How They Can 
Change the World. Penguin Press, 2011. 

Meyer, Bente. "Game-Based Language Learning For Pre-School Children: A Design 
Perspective." Electronic Journal Of E-Learning 11.1 (2013): 39-48. 

Ray, Beverly, et al. "Using Social Impact Games (SIGS) To Support Constructivist 
Learning: Creating A Foundation For Effective Use In The Secondary Social Studies 
Education." American Secondary Education 41.2 (2013): 60-70. 

Rieber, Lloyd P. "Seriously Considering Play: Designing Interactive Learning 
Environments Based on the Blending of Microworlds, Simulations, and Games." 
Educational Technology Research and Development 1996: 43. 

Salen, Katie. "Gaming Literacies: A Game Design Study In Action." Journal Of 


Educational Multimedia And Hypermedia 16.3 (2007): 301-322. ERIC. 


Schrader, Claudia, and Theo J. Bastiaens. "The Influence Of Virtual Presence: Effects On 


Experienced Cognitive Load And Learning Outcomes In Educational Computer Games 
(English)." Computers In Human Behavior 28.2 (0001): 648-658. 
Squire, Kurt. "From Content To Context: Videogames As Designed Experience." 


Educational Researcher 35.8 (2006): 19-29. 


19. Steinkuehler, Constance A. "Massively Multiplayer Online Video Gaming As 
Participation In A Discourse." Mind, Culture & Activity 13.1 (2006): 38-52. 

20. Sutton-Smith, Brian. The Ambiguity Of Play. n.p.: Cambridge, Mass. : Harvard 
University Press, 1997. 

21. Turkle, Sherry. The Second Self: Computers and the Human Spirit. New York: Simon & 
Schuster, 1984. 


22. Zimmerman, Eric. Rules of Play: Game Design Fundamentals. The MIT Press, 2003. 


Digital Resources 
1. Barack, Lauren. (April 3, 2013). "California 10th Graders Improve Their Writing 
Skills—Through an Interactive Fiction Game." School Library Journal. Web. Retrieved 


from: 


http://www. thedigitalshift.com/2013/04/k-12/kids-game-class-teacher-approves-jason-sel 


lerss-students-build-interaction-fiction-games-and-improve-their-writing-skills/ 


2. Coffin, Ariane. (June 28, 2012). "Valve Wants Schools to Teach With Portals." Wired. 


Web. Retrieved from: 


http://www.wired.com/geekmom/2012/06/valve-wants-schools-to-teach-with-portals/ 


3. Miller, Andrew. (April 13, 2012) "Ideas for Using Minecraft in the Classroom." 


Edutopia. Web. Retrieved from: 


http://www.edutopia.org/blog/minecraft-in-classroom-andrew-miller 


